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Az gl 9ol3 Understanding of Realistic Media

Azkvte] §3 AFe 7|x75 07 27| As a basic course in the realistic experience
Z} | convergence major, students learn basic the
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Hopd /\}?—1] ol&f, 7] ;}_Zﬂ{ WEpH 2 A< ories of realistic experience and metaverse,
A7 712 28 g&dr) 84S 98 wEbH 2 Aol understanding cases in each field, and basic
=1 (G23) A 7b]9} 7} o} Zd—rﬂ E7FS 783} metaverse practice. For learning, lectures of

1, AL 222 HE 2~ ZYPEo] 29 basic theory and special lectures by experts

25 W0l He AGS st in each field are conducted on the metavers
e, and students practice creating content on
the metaverse platform themselves.
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AZr oA FE 712 Introduction to Realistic Media Programming
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